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ABOUT EVERYMAN GAMING, LLC

Everyman Gaming began as the blog of Alexander Augunas in January 2014, where
he wrote about Pathfinder Roleplaying Game tips, tricks, and techniques for both
players and GMs. In May of 2014, Alex began talks with the Know Direction Network
about bringing his blog to their site under the name Guidance. At the same time, Alex
transformed Everyman Gaming into the company it is today so he could begin self-
publishing his works. In 2016, he teamed up with Rogue Genius Games to release
Ultimate Occult and has remained with them since.

Want to check out a full listing of Everyman Gaming LLC products and stay up-
to-date with Everyman Gaming LLC’s announcements? Visit http://www.
everymangaming.com! You can also follow Everyman Gaming on Facebook at
https://www.facebook.com/gamingeveryman or on Twitter at handle @
EMGamingLLC.



ACCESSING: STAR LOGS.EM...

Welcome to Smr Locs. EM, brought to you by Everyman Gaming
LLC! Here at Everyman Gaming LLC, we strive to bring you
exactly what you need for your starfaring adventures. From
new class options and archetypes to the latest information
on alien life forms found throughout the galaxy, Everyman
Gaming is here to make sure that your space ship is stocked
and your datajacks filled with everything you need to have safe,
fun, and profitable adventures throughout the known galaxy.
(Warning: Everyman Gaming LLC takes no responsibility for
any death, permanent affliction, potential brain scrambling, or
similar impairments you may suffer during your adventures.)

Everyman Gaming’s state of the art Star LogEM series
combines top talent spanning the known universe (and some
parts unknown) to create state-of-the-art design for your
Starfinder experience. Some Star Log. EM files. Some Everyman
Minis are designed to offer small snippets of support to existing
Everyman Gaming products, while others contain ideas that
while cool, are often too specialized for other Everyman Gaming
products. Some are simply vetting grounds for new ideas, while
others are tried and true. Regardless of the theme or idea, all
Star Log.EM files are intended to add something cool or weird
to your tabletop experience. We believe that every Everyman
Gaming product is something special and wonderful, no matter
how small, and hopefully after reading this installment of Star
Log.EM series you'll feel the same!

~ Alexander Augunas
Publisher & Crunchmaster of Everyman Gaming LLC

ACCESSING ARCHIVES
QUERY: GLYNWYRIANS

Hello, and thank you for purchasing Smir Loc. EMO45:
Girvwyrians! The race known as the glynwyrians make their
home in a remote solar system called the Evadala System,
named after the system’s yellow star. The glynwyrians are
a relatively new addition to the cosmic stage, their people
having been discovered after an expedition launched by
the healthcare company Regevix discovered the planet’s
abundance of ralyrium, a rare mineral whose primary use
is in the creation and stabilization of magical serums. The
glynwyrians are known for their mastery of healing magic
and their skill at harvesting natural products, and their people
quickly spread across the galaxy. Regardless of how far they
travel, however, all glynwyrians need to return to their home
world of Glynwyr at least once a decade in order to replenish
their body’s supply of ralyrium. Without it, glynwyrians begin
aging rapidly as their bodies deteriorate, their bones flaking
apart and their muscle tissue becoming weak and flaccid. As a
result, the glynwyrians are protective of their planet’s supply
of ralyrium, as well as the mystery of where the planet’s
seemingly endless supply comes from. Currently, Glynwyr’s
government offers six 10-year contracts for ralyrium
harvesting in specific regions with extreme oversight. Despite
the stipulations, multiple corporations feud over these
contracts, with the current contracts belonging to the Xa-
Osoro System’s Helix, Regevix, and XLG; the Pact System’s
Church of Golden Vaults; the Terros System’s Evellion
Industries; and the mysterious Blackveil Group.



GLYNWYRIAN
The reserved and often aloof glynwyrians are humanoids that
resemble elves in some ways, but with several major differing
characteristics; the most notable of these being a crystalline
horn growing out from their forehead.

PHYSICAL DESCRIPTION

Lithe and graceful, glynwyrians stand between five and six
feet tall. Each glynwyrian bears a single horn on their head
which can grow up to eighteen inches in length. The length,
thickness, and shape varies and it’s coloration reflects the
glynwyrian’s overall health, with flawlessly clear horns
denoting vitality, and darkened, smoky flecks indicating
illness. Their horns are formed from a rare, natural element
found in their bodies called ralyrium. They also contains a
nerve linked to many of their bodies’ sensory system, and if
removed cause almost certain death.

In addition to their translucent horn, glynwyrians possess
prominent hyledd markings that are said to be completely
unique between individuals. Roughly translating to “life-glow”
in the glynwyrians’ native tongue, these markings course
over their bodies and are largely believed to be a physical
representation of the individual’s chakra or ki. Hyledd markings
range dramatically in color and pattern between glynwyrians,
and are used for identification purposes similarly to how some
cultures use fingerprints or biometic scanners. For this reason,
some glynwyrians choose to keep their markings covered with
clothing, revealing them only to close friends and family, while
others take special care to flaunt their markings about as a
physical representation of their uniqueness and boldness.

Glynwyrians tend to have smaller noses and mouths than
humans, but larger eyes and elongated, deer-like ears. Skin
and hair color is as varied as a standard human, while their
eyes tend toward shades of silver, purple, and green—gold,
blue, and pink pigmentation is rarer, but not unheard of.

HOME WORLD

Glynwyrians are so named after their home planet,
Glynwyr—a small, remote planet in the faroff Evdala system.
As the only sentient creatures on their world, the glynwyrians’
dominance over Glynwyr’s native vegetation and animals is
absolute. Glynwyr is rich with an array of minerals and ore
which the glynwyrians mine as their main source of off-world
exportation. The surface of the planet is primarily covered in
“forests” of crystals, giant geode caves, as well as large oceans
and lakes. A cluster of three tiny moons affectionately referred
to as the “little lanterns” orbit the planet.

Glynwyr is notable for the sizable presence of ralyrium
throughout the planet’s ecosystem, from the sand that
glistens on their shores to the fantastic horns that adorn each
glynwyrian’s brow. Although somewhat mundane on Glynwyr,
the mineral is highly valued throughout the galaxy as a miracle
cureall that is a key component in countless healing items,
from sprayflesh to serums of healing. According to some tall

tales, ralyrium is the active ingredient in Regevix’s miracle
rejuvies supplement, and is therefore the secret to eternal
life. For many, the fact that glynwyrians seemingly don’t age
significantly beyond young adulthood and can live to be over
700 years old confirms this suspicion, and countless poachers
and harvesters sneak onto Glynwyr illegally to gather ralyrium
from riverbeds, wildlife, treebark, and whatever else they
can find that’s saturated with it. Unfortunately, glynwyrian
horns themselves are the most concentrated sources of
ralyrium found on the planet, making them prime targets for

kidnappings and abductions.

SOCIETY AND ALIGNMENT
At their core, glynwyrians are a private people who tend toward
introverted natures. They believe that simple gestures and direct
action does a better job at conveying their thoughts and emotions
than words. These feelings are naturally projected through
their hyledd markings which they are able to use to silently
communicate with one another through specific flickers. Their
ability to pay attention to these details makes the glynwyrians
attuned to one anothers body language and unspoken desires.
Though they are considered quiet and distant by outsiders,
glynwyrians value moments of revelry and celebration. They
view such frivolity as a chance to let loose and embrace
the moment with exuberant zeal. While many glynwyrians
maintain a cautious demeanor toward other races on a normal
day, these fleeting events are unique exceptions when they
drop their guard and eagerly mingle with outsiders.
Glynwyrians organize in expanded families of large clans
that oversee a givenregion. Conservative with their resources,
glynwyrians usually only have two offspring at most, to avoid
overpopulation and maintain balance with the environment. A
central leader, usually the clan’s eldest member, serves as the
ruler for the clan.

RELATIONS

Outsiders have conflicting views of glynwyrians, ranging from
seeing them as dull recluses to pompous xenophobes to gentle
peacekeepers. The truth, however, is that each individual
glynwyrian is as diverse as any other creature, though there
are some races they get along with more than other.

The stoic and detached elves are natural allies of glynwyrians
who are drawn to their similar culture and demeanor. Shirrens
and lashuntas are also viewed favorably, while the militant
vesks and talkative ysokis are viewed with equal measures of

suspicion and annoyance.

ADVENTURERS

Though apprehensive by nature, glynwyrians often possess an
inquisitive disposition which drives them to pursue remarkable
experiences. They are drawn toward positions of support and
guidance where they have the chance to observe and analyze
their allies and enemies from the backlines. As such they make
excellent mystics, though glynwyrians interested in achieving



more stimulating experience may gravitate to being solarions.

NAMES

Glynwyrians have a melodic cadence to their voices and are
inclined to softer, flowing sounds—finding them pleasant and
unobtrusive. Their personal names often reflect this dulcet
preference while their surnames generally express features of
their clan’s homeland. Some examples of glynwyrian personal
names are Brelwynar, Dulonlesier, Filedry, Kryladlim, Lumiri,

Mossaria, Quavune, Rivordrel, Selorrial, Vysvyla, and Xylyndor.

GLYNWYRIAN RACIAL TRAITS

+2 Cha, +2 Con, -2 Str

6 Hit Points

Glynwyrians are humanoids with the glynwyrian subtype and
are Medium. They have a base speed of 30 feet.

Efficient Metabolism: Glynwyrians gain a +4 racial bonus
to Constitution checks to avoid damage from starvation or
thirst. They can go without eating food for 6 days and can go
without water for 1 day plus a number of hours equal to twice
their Constitution score. With a full night’s rest, a glynwyrian
recovers 2 HP per character level or 3 HP per character level
if they undergo complete bed rest for 24 hours.

Glynwyrian Magic (Sp): Glynwyrians gain the following
spells-like abilities. The caster level for these effects is equal
to the glynwyrian’s level.

At Will: detect affliction, stabilize

1/day: lesser remove condition

In addition, glynwyrians can gain the Healing Horn feat as a
replacement class feature at 2nd, 4th, 6th, 12th, or 18th level,
as if the bonus feat were granted by an archetype. (See the
archetypes section in Chapter 4 of the STARFINDER CORE RULEBOOK.

Glynwyrians cannot replace a replacement class feature gained

from an actual archetype with the Healing Horn feat.

Poison Resistance: Glynwyrians gain a +2 racial bonus to
saving throws against poison.

Skilled: Glywyrians gain an additional skill rank at 1st level
and each level thereafter.

NEW [FEAT
The following feat is available for glynwyrian characters who
meet the prerequisite.

HEALING HORN
You're able to use your ralyrium horn to channel potent
healing magic.

Prerequisites: Glynwyrian magic racial trait, glynwyrian
subtype.

Benefit:You can use your ralyrium horn to cast certain spells.
Each spell cast using the Healing Form feat consumes an amount
of ralyrium energy (RE).You have a maximum of 2 RE per day
that refreshes whenever you rest for 8 hours, and can cast any
of the following spells as long as you have enough RE remaining

NEW CREATURE SUBTYPE GRAFT
Use the following creature subtype graft to create glynwyrian
NPCs.

GLYNWYRIAN
This subtype is applied to glynwyrians and creatures related
to glynwyrians.

Traits: None; if the NPC is of the glynwyrian race, it gains
the efficient metabolism and poison resistance, an additional
good skill, and can cast the following spells as spell-like abilities:
1/ day—Iesser remove condition; at will—defect affliction, stabilize.

to pay the spell’s cost: lesser remove condition (1 RE), mystic cure (1
RE), or stabilize (O RE). The DC for any spell cast using this feat
is equal to 10 + the spell’s RE cost + your Charisma modifier.
If you gain access to a spell that can be undercast using this feat,
you can cast the undercast version of the spell by spending 1 AE
fewer for each level lower that that the spell is cast. A healing
horn spell an RE cost of 0 can be cast any number of times, and
can be cast even if you have 0 RE remaining, Because this ability
grants spellcasting, you qualify for feats and requirements that
require the ability to cast spells, such as Mystic Strike.
Special:You can gain this feat multiple times. Each time after
the first that you select it, your maximum RE increases by 2 and
you choose two spells from among those listed on Tasre: HEatinG
Horn Speris and add them to the list of spells that you can cast using
the Healing Horn feat. To learn a spell from this table, you must
possess a minimum character level, as shown on the table, and
have a number of Healing Horn feats that is equal to or greater
than the spell’s mystic spell level. Casting any of these spells costs
RE equal to the spell’s level, and you must provide any expensive

material components that a spell possesses as normal.

Life bubble Ist
Mystic cure (2nd-level) 4th
Mystic cure (3rd-level) 7th
Mystic cure (4th-level) 10th
Mystic cure (5th-level) 13th
Mystic cure (6th-level) 16th
Mystic cure, mass (5th-level) 13th
Mystic cure, mass (6th-level) 16th
Psychic surgery 16th
Raise dead 13th
Regenerate 16th
Remove affliction 7th
Remove condition 4th
Remove condition, greater 13th
Remove radioactivity 10th
Restoration, lesser 4th
Restoration 10th
Wisp ally Ist




OPEN GAME LICENSE VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and translations (including into other
computer languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)’Open
Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered
by this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity” means product and product
line names, logos and identifying marks including trade dress; artifacts; creatures heros;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of heros,
spells, enchantments, personalities, teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment, magi(‘al or supernatural abilities
or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself
or its products or the associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this agreement.

2.The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grantYou a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: IfYou are contributing original
material as Open Game Content, You represent thatYour Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed in another,

independent Agreement with the owner of such Trademark or Registered Trademark. The

use of any Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version of this License.

10. Copy of this License:You MUST include a copy of this License with every copy
of the Open Game Content You Distribute.

11. Use of Contributor Credits:You may not market or advertise the Open Game
Content using the name of any Contributor unlessYou have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation thenYou may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming aware of
the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary
Gygax and Dave Arneson.

Starfinder Alien Archive © 2017, Paizo Inc.; Authors: John Compton, Adam
Daigle, Crystal Frasier, Amanda Hamon Kunz, Jason Keeley, Jon Keith, Steve Kenson,
Isabelle Lee, Lyz Liddell, Robert G. McCreary, Mark Moreland, Joe Pasini, F. Wesley
Schneider, Owen K.C. Stephens, James L. Sutter, and Josh Vogt.

Starfinder Core Rulebook. © 2017, Paizo Inc.; Authors: Logan Bonner, Jason
Bulmahn, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Radney-
MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with Alexander
Augunas, Judy Bauer, John Compton, Adam Daigle, Crystal Frasier, Lissa Guillet,
Thurston Hillman, Erik Mona, Mark Moreland, Jessica Price, F. Wesley Schneider,
Amber E. Scott, and Josh Vogt.

Star Log.EM-027: Skittermander Options © 2018, Everyman Gaming LLC;

Authors: Alexander Augunas.






